


March 4, 2005

Memorandum

To:
Troy, CEO, Compu-Global Hyper-Mega Games
Cc:
Design Staff
From:
Bud, VP Marketing, Great Big Publisher
Date:
3/8/2005

Re:
“Project Sissyfight”
Wanted to let you guys know:  the latest audience research numbers came in, and it doesn’t have enough appeal with tweens (boys and girls 8-13).  It’s skewing too old and too male, so the current projections have us missing our sales numbers.

The research report shows kids think the game is fun, but the rules are a little too complicated for tweens.  And girls were kind of alienated by how mean everyone always gets.   

Maybe this’ll help:  retro tech toys are the hot trend for tweens, apparently.  Virtual pets and Furby are back this Christmas, if you can believe it.  We want to get on that bandwagon.  
Can you simplify and redesign the game to include robots, somehow, without alienating the girls?  My wife thought robot ponies would cool, but it’s your game.  Tell your designers we have to hit tween boys and girls to make our numbers. 
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